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The illustration depicts a Vergen interior - a type of an ante¬ 
chamber connecting several corridors. The chamber has a high 
ceiling and is well lit due to the wide windows. Though it's not 
a representational building, the tall walls are richly ornamented 
- the floor, frames and even stone ledges of the supporting struc¬ 
ture are adorned with distinctive wicker-work. We assumed that 
dwarves build things be huge in scope, but they still don't neglect 
aesthetic qualities. Their style is heavily geometric, as seen in 
both architecture and ornamentation, and presented on the illus¬ 
trations in this chapter. 


591 












+ ACT II | VERGEN 














+ ACT II | VERGEN 













+ ACT II | VERGEN 



64 



65 l 



+ ACT II | NO-MAN'S LAND 




66 





+ ACT II | THE GHASTLY BATTLEFIELD 






ACT III | 









ACT III | THE CITY OF LOC MUINNE 



72 






73 



ACT III | THE CAMPS 




♦{♦ACT III | THE CAMPS 



76 



4* ACT III I THE ARCHITECTURE 



78 



ACT III | THE ARCHITECTURE 



180 



PLACEABLES 



| PROLOGUE 













VPLACEABLES | PROLOGUE 






VPLACEABLES | ACT I 




VPLACEABLES | ACT II 





VPLACEABLES | ACT III 



I" 




91 


R^NXI 


































CHARACTERS 



94 | THE WITCHER 
108 | MAIN CHARACTERS 
122 | ARISTOCRACY 
124 | COMMONERS 
126 | PRIESTS 
128|COURTESANS 
130| SORCERERS AND SORCERESSES 
134 | NONHUMANS 
140 | FRACTIONS 


CHARACTERS I THE WITCHER 





^CHARACTERS | THE WITCHER 




96 











H CHARACTERS I THE WITCHER 



r 





"I 



CHARACTERS I THE WITCHER 



1100 



1011 




CHARACTERS I THE WITCHER 



1102 



1031 






1104 




















CHARACTERS I THE WITCHER 



I 1 ' 








^CHARACTERS | MAIN CHARACTERS 



1108 




Dandelion 




-ft CHARACTERS | MAIN CHARACTERS 



1110 





Ill 



^CHARACTERS | MAIN CHARACTERS 






1131 



-ft CHARACTERS I MAIN CHARACTERS 







115 



^CHARACTERS | MAIN CHARACTERS 





Iorveth 



1171 







-ft CHARACTERS I MAIN CHARACTERS 



118 




119 




^CHARACTERS | MAIN CHARACTERS 



1120 




1211 



CHARACTERS | ARISTOCRACY 






1231 






CHARACTERS I COMMONERS 




124 










* 25 . 








CHARACTERS | PRIESTS 





“I 





CHARACTERS | COURTESANS 










^CHARACTERS | SORCERERS AND SORCERESSES 


- In my day - said Yarpen Zigrin - war- 
locks sat in their towers reading learned 
tomes and stirring the contents of 
melting pots with ladles. They didn't loaf 
about warriors, they didn't interfere with 
our business. And they didn't bump and 
grind before men's eyes. 

- The bumping and grinding, truth be 
told, is done with quite an arse -said 
Dandelion while tuning his lute. 

Andrzej Sapkowski, The Limit of 
Possibility 


Sorcerers and sorceresses are an inher¬ 
ent element of most fantasy worlds. They 
play a special part in the Witcher universe, 
as they're a powerful faction that influ¬ 
ences the politics and status quo of the 
Northern Kingdoms. We wanted to make 
prominent, distinctive sorcerer perso¬ 
nas. They were supposed to look a bit 
eccentric, but also to command respect. 
Bands, trimming and scrolls covered in 
magical symbols signify their status and 
profession. 





Sorceresses are more eager to use 
their powers and abilities in order to slow 
down the aging process and to emphasize 
their beauty, so most look no older than 
thirty-something. Their clothes, which 
are a variant of courtly attire, are both 
fashionable and provocative at the same 
time. We can see some versions on the 
neighboring page. Sorcerers wear armor 
elements, such as epaulettes or gloves, 
mainly as decoration. These still serve to 
underline the aggressive and destructive 
aspects of the powers they wield, just as 
mundane weapons do. 
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Nekker 


Claws scratched on the beams to the left and another monster suddenly jumped from beneath the bridge 
The others ran forth in amazing leaps The stranger turned in place, his sword, unsheathed gods know when, 
flashed The head of the creature climbing the bridge was catapulted two yards into the air, trailing blood 
The white haired man jumped into the midst of the other creatures, swirled, hacking swiftly left and right 
The monsters, flailing their arms and howling, lunged at him from all sides, not caring for the luminous blade 
cutting them like a razor 

Andrzej Sapkowski, Something more 
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Rotfiend 


- Ceralr pointed out the last hanged man. who. though dangled high, had bloody stumps gashed with claws 
and with visible bones - Look It’s the work of ghouls 

- Wraiths? - Zoltan Chivay stepped back and spat 

- Necrophages? 


Andrzej Sapkowski. Baptism of Fire 

Rotfiends are the distant relatives of ghouls, 

- creatures feeding on human and animal corpses. 
When making this creature, our graphic artists had 
a lot of leeway to give it as disgusting a presence as 
possible. They achieved it by combining an ana¬ 
tomically nearly human appearance with disgusting 
deformities. 

The rotfiend's head draws attention immediately. 
Its eyes disappear in folds of white, dough-like flesh. 
Its maw is a gaping hole filled with crooked yellow 
teeth. The back of its skull, covered with outgrowths, 
is swollen with the gases gathering inside. The crea- 

it has in common with any living creature. The rot- 
fiend's body is almost skinless, revealing knots of 
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